DUNGEONS AND RUNETERRA #2: AHRI 


SORCEROUS ORIGIN 


At 1st level, a sorcerer gains the Sorcerous Origin feature. 
The following option is available to a sorcerer, in addition to 
those offered in the Player's Handbook. 


ESSENCE THIEF 


Travelers speak of a demon fox who stalks the forests of 
Ionia, hunting down her prey with relentless persistence. 
Large signs posted along roads with common attacks depict 
a woman with fox like features, beautiful in shape and 
complexion, with eyes described to entrance all, regardless of 
loyalties or preferences. This creature's name, is Ahri. 

Ahri's family of foxes was taken from her at a young age, 
and because of this her innate magic is self taught. With this 
self teaching, meant a lack of guidance. As she traveled the 
lands of Ionia alone, she learned of her ability to snatch the 
life essence of the dying, experiences glimpses of their 
memories and refueling her magic. In time, she became 
drunk on the feeling. Experiencing all sorts of things 
from hundreds of perspectives. She'd seen the mountains 
of Targon, the endless legions of Noxus, and the inventions 
of Piltover, all through the deaths of her victims. 

In time she would begin to experiences fears of a fox 
demon. A fox demon that she believed to be her. Her slain 
were often warned by locals of the demon fox. Described 
as a horrible monster, to be hunted or avoided. She'd 
never considered this, and as her empathy intensified 
over time, she felt guilty. She hid away, suppressing 
her hunger, questioning her own existence as her 
magic would begin to fade. Without 
a sourceof power, she weakened. 

The tales say that the 
demon fox of Ionia 
hasn't claimed a 
victim in years, 
but her history and 
the blood left in her 
wake remains a 
frightening thought 
in the back of 
travelers minds. 

As you've grown, 
you've learned of your 
innate gifts, and from what you 
can gather whatever magic you were 
born with, seems to mirror that of 
the demon fox of Ionia. You've 
managed to harness these 
gifts to a reasonable degree, 
but sating the intense and 
overwhelming hunger 
looks like it never be easy. 
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ORIGIN SPELLS 

When you choose this Sorcerous Origin, you gain access to 
the following spells which do not count against your spells 
known and are considered sorcerer spells for you. You only 
gain access to them once you have reached the required level. 


DEVOURER OF MEMORIES ORIGIN SPELLS 


Sorcerer Level Spell 
Ist Charm Person 
3rd Suggestion 
5th Hypnotic Pattern 
7th Dominate Beast 
9th Dominate Person 
11th Mass Suggestion 


RELENTLESS HUNGER 
Beginning when you choose this Sorcerous Origin at 1st 
level, you've begun to not only form more intense cravings 
than you have ever had, but have also learned to sate them. 
As an action while touching the body of a humanoid 
creature who had died within the last hour, you can devour 
a fraction of their life essence. When you do this, you 
immediately experience 3 random memories from their life 
up to 10 minutes long in duration each chosen by the DM. 
If you go 7 days without consuming life essence in this way, 
you suffer a level of arcane exhaustion and a penalty to your 
Spell Save DC, and towards Spell Attack rolls. These 
negatives are detailed in the table below. 


ARCANE EXHAUSTION 
Level Effect Penalty 


You suffer disadvantage on saving throws 4 


\ made to maintain Concentration. 


Creatures have advantage on saving throws 4 
made against spells you cast. 


The range of spells you cast is reduced by 
3 50%. If the spell has a range of touch, it's -2 
range is unaffected. 


You suffer disadvantage to hit with spell 2 
attacks you attempt. 


Spells you cast cost 1 spell slot level higher 
5 than normal to cast, and cantrips require -3 
the use of a Ist-level spell slot to cast. 


You can no longer cast spells, or use any 
6 features granted by this sorcerous origin - 
besides the Relentless Hunger feature. 


When you consume the life essence of a creature, you 
immediately lose all levels of Arcane Exhaustion, recovering 
from any penalties caused by it instantly. 


CONJURE ARCANE ORB 

Additionally at 1st level, you've learned one of the more iconic 
traits of your magic. As an action you can form a orb of pure 
arcane energy within 5 feet of you that moves and floats with 
and alongside you. Orbs made in this way last a minute or 
until dismissed as a bonus action. You can only have 1 orb 
conjured at a time before you cannot make any more. 

You may have an additional orb conjured upon reaching 
6th level (2), and another when you reach 14th level (3). 

Your arcane orbs begin with one use, which is your Orb of 
Deception. You unlock two additional uses for your orbs upon 
reaching 6th level and gaining your Versatile Orbs feature. 

Orb of Deception. As an action, you can launch one of 
these orbs in a 30 foot long 1 foot wide line. Any creatures 
caught in this line must succeed a Dexterity saving throw or 
take 1d10 Force damage. At the start of your next turn, the 
orb immediately returns to you in a straight line, cause the 
same effects of the first line to any creatures within the area 
of effect as it returns to you. 

The damage your Orb of Deception deals increases by 
1d10 when you reach 6th level (2d10), when you reach 10th 
level (3d10), and again when you reach 14th level (4d10). At 
18th level, you may launch two orbs in this way at once asa 
part of a single action 


VERSATILE ORBS 

At 6th level, you gain the ability to spend 1 sorcery point to 
create arcane orbs with your Conjure Arcane Orb feature as a 
bonus action. 

In addition to this, the arcane orbs gain two new uses. 
Each one of these uses below consumes one of your orbs 
unlike your previous use. 

Spirit Rush. As a bonus action, you consume the energy of 
one of your arcane orbs to swiftly move up to half your 
walking speed in a straight line. Any creatures of your choice 
who were within 10 feet of you during the movement are 
struck with a splintering shard of arcane force, instantly 
suffering 1d6 force damage. Creatures under the effects of 
the Shield spell take no damage as if the damage was from 
was a magic missile. 

Fox-Fire. As an action, you dismiss one of the orbs around 
you to create three motes of magical blue fire. If there are any 
creature within 30 feet of you when you do this, the motes 
immediately launch towards the nearest one and attempt to 
strike them, otherwise they vanish at the end of your turn. If 
there are multiple creatures who are the same distance away, 
you choose who is struck by each mote. A creature targeted 
by a mote must succeed a Dexterity saving throw against you 
sorcerer spell save DC or suffer 2d10 fire damage. 

If there are any creatures charmed by you within range, 
you may choose to consider any of them to be the closest 
creature to you. 


DEBILITATING CHARMS 
Upon reaching 14th level, your charms have become the 
things of nightmares. When you deal damage to a creature 
who is charmed by you, it does not end the effect or allow 
them to repeat a saving throw if taking damage while under 
their charm effect would normally do so. 

Additionally, if you reduce a creature creature charmed by 
you to 0 hit points you immediately recover hit points equal to 
your sorcerer level + your Constitution modifier. 


MASTERFUL HUNGER 

When you finally reach 18th level, the hunger you feel has 
begun to lessen it's hold. You have tamed it, in both keeping it 
suppressed it, and letting it loose. 

You have learned to use your Relentless Hunger feature on 
the living, so long as they are unconscious or willing. When 
you do this, you only experience 1 random memory. The 
living creature who you consume the essence from 
immediately suffers a level of exhaustion. 

Additionally, when you roll initiative and have no arcane 
orbs conjured, you may immediately use your reaction to let 
loose your inner magic and create 3 of them. Orbs made in 
this way only last until the end of your next turn. 
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